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EVOLVING ITEMS 


This section allows you to create a custom magic item which 
evolves with the character. The items are divided in five tiers, 
and each one of the tiers determines the number of 
properties and the rarity of them, as shown in the table below. 


Character Level Item State Properties’ Rarity 
Tst-4th Tier 1 Common 
5th-8th Tier 2 Uncommon 
9th-12th Tier 3 Rare 

13th-16th Tier 4 Very Rare 
17th-20th Tier 5 Legendary 


The character level determines the recommended levels a 
character should have to gain access to a specific tier. For 
example, a 3rd level character should have a Tier 1 item, 
while a 9th level character should have a Tier 3 item. If you 
give the magic item at higher levels, consider to give it 
evolved to the adequate tier to fit the character level. 
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EVOLVING ITEMS AND CHARACTERS 

When creating an item that will evolve with a 
specific character, make sure you give something 
the character is the only one able to use it, such as 
adding a class prerequisite for attuning to the item. 
You can also link it with the character's story and 
important events, like being the weapon his father 
used when he was an adventurer. 


a. a.) DA 
EVOLVING REQUIREMENTS 


To evolve an item to a tier, the character must be at least at 
the minimum level required for each tier to evolve the item. 
For example, a 7th level character cannot evolve his or her 
magic item to tier 3 until reaching 9th level 

Additionally, even if a character has level to evolve the item 
to the next tier, it's up to the DM to determine an additional 
task or a triggering event to allow the item to evolve. This 
requirement gives a bit of background to the item, and also 
allows the DM to create some special quests to discover the 
item hidden features. Here're some simple requirements you 
can use: 


e The character must slay a number of creatures with the 
weapon. 

e The item must be placed on the altar found in the top of 
an abandoned wizard tower. 

e The character must gain a deity's favor. 

e The character must defeat an old enemy of the weapon 
creator. 

e The item evolves after saving a group of innocents from 
the claws of a tyrant. 

e The character must execute a light (or dark) ritual 

e The item evolves when the character makes a big sacrifice 
for a personal cause. 
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ITEM TIERS 


Whenever an item evolves into a new tier, it gains a number 
of special properties. You can only choose a property once. 


TIER 1 

ი Common items without any special property (for armor 
and weapons, use the same stats from the Player's 
Handbook). 


TIER 2 
e You can add two uncommon special properties to the 
item. 


TIER 3 


e You can upgrade the uncommon special properties to rare 
special properties. 


TIER 4 

e The item gains an extra uncommon special property. 

e You can upgrade one rare special property to a very rare 
special property. 


TIER 5 

e You can upgrade one uncommon special property to a rare 
special property. 

e You can upgrade one rare special property to a very rare 
special property. 

e You can upgrade one very rare special property to a 
Legendary property. 


The following table resumes the properties progression 
through each tier. 


PROPERTIES RARITY PER TIER 


Tier Property 1 Property 2 Property 3 
11661 - - - 

Tier 2 Uncommon Uncommon - 

Tier 3 Rare Rare - 

Tier 4 Very Rare Rare Uncommon 
Tier 5 Legendary Very Rare Rare 


TAKING AND REPLACING PROPERTIES 

Since this rules are based on evolving the weapon properties 
instead of changing them to other, I don't recommend 
replacing one property with another at higher tiers, but it's up 
to you if you want to do so. For example, replacing the 
Damage 11 property with the Vampiric III property when 
evolving to tier 4. 

A reason for replacing properties could be related with the 
item background story or a very particular event, such as 
discovering that the item contains the soul of an evil creature, 
replacing the "good-aligned" properties when the soul is 
awakened, like replacing the Light I property to a Damage I 
property (necrotic) for a weapon. 

Alternatively, you can avoid taking one property at the 
beginning rarity, and then take a rarer property at higher 
tiers. For example, when creating an armor, you only choose 
the Ability Increase I property and left the second property 
empty at tier 2. Then, when the armor evolves to tier 3, you 
upgrade the Ability Increase to II and you also pick the Armor 
I for the second property. 


SPECIAL PROPERTIES: GENERAL 


Property 
Ability 
Increase | 


Ability 
Increase II 


Ability 
Increase III 


Ability 
Increase IV 


Awareness 


Compass 


Delver 


Illusion 


Language 


Light | 


Light II 


Light III 


Spell | 
Spell Il 
Spell Ill 
Spell IV 


Sentinel | 


Sentinel || 


Temperate 


Description Rarity 


Increase an Ability Score to 16 Uncommon 
Increase an Ability Score to 18 Rare 
Increase an Ability Score to 20 Very Rare 
Increase an Ability Score to 22 Legendary 


+2 bonus on initiative rolls Uncommon 


As an action you learn which Uncommon 
way is north 


You know the item's depth Uncommon 
below the surface and the 

direction to the nearest path 

leading upward 


You can alter the item's Uncommon 
appearance in minor ways, like 
the material or color of the item 


You can speak and understand a Uncommon 
specific language while attuned 


The item shed bright light ina Uncommon 
10-foot radius וב‎ light for 
an additional 10 feet 


The item shed a lighħtina Rare 
40-foot radius and dim light for 
an additional 40 feet 


The item shed m lightina Very Rare 


80-foot radius and dim light for 
an additional 80 feet 


You can cast a spell at 3rd level Uncommon 
once per rest (DC 11) 


You can cast a spell at 6th level Rare 
once per rest (DC 13) 


You can cast a spell at 8th level Very Rare 
once per rest (DC 15) 


You can cast a spell at 9th level Legendary 
once per rest (DC 17) 


The item glows faintly when a Uncommon 
creature of a specific type is 
near (120 feet or less) 


The item glows faintly when a Rare 
creature of a specific type is 
near (240 feet or less) 


You suffer no harm in Uncommon 
temperatures as cold as -20 

degrees Fahrenheit or as warm 

as 120 degrees Fahrenheit. 


Unbreakable This item can't be broken. Uncommon 


Special means must be used to 
destroy it. 


SPECIAL PROPERTIES: ARMOR AND SHIELDS 


Property 
Armor | 

Armor Il 
Armor Ill 


Defense | 


Defense || 


Defense III 


Description 
+1 AC 
+2 AC 
+3 AC 


Damage that you take from 


Rare 
Very Rare 
Legendary 


Rare 


one damage type is reduced 


by 3 (minimum 1) 
Gain resistance against 
one damage type 

Gain immunity against 
one damage type 


SPECIAL PROPERTIES: WEAPONS 


Property 
Weapon | 
Weapon Il 
Weapon III 


Damage | 
Damage || 
Damage 111 
Damage IV 
Slayer | 
Slayer || 


Returning 


Vampiric | 


Vampiric Il 


Description 


Very Rare 


Legendary 


Rarity 


+1 on attacks and damage rolls Uncommon 


+2 on attacks and damage rolls Rare 


+3 on attacks and damage rolls Very Rare 


Weapon deals an 
extra 1d6 damage 


Weapon deals an 
extra 2d6 damage 


Weapon deals an 
extra 3d6 damage 


Weapon deals an 
extra 4d6 damage 


+2d6 damage against a 
specific creature type 


+3d6 damage against a 
specific creature type 


Weapon has the thrown 
property (20/60) and it flies 
to your hand after attacking 
On a critical hit, you 

regain 1 hitpoint 


On a critical hit, you regain 
hitpoints equal to half the 
damage dealt (minimum 1) 


Vampiric III On a hit, you regain 


hitpoints equal to half the 
damage dealt (minimum 1) 


Uncommon 
Rare 

Very Rare 
Legendary 
Uncommon 
Rare 


Rare 


Uncommon 


Rare 


Very Rare 
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SPECIAL PROPERTIES: STAFFS AND WANDS 


Property 


Staffs and (1 charge = one spell level) 
Wands 


Charges! The item has 3 charges (DC 11). Uncommon 
It regains 1d3 expended charges 
daily at dawn 


Charges || The item has 5 charges (DC 13). Rare 


Description Rarity 


It regains 1d4 expended charges 
daily at dawn 


Charges II The item has 7 charges (DC 15). Very Rare 
It regains 1d6 expended charges 
daily at dawn 


Charges IV The item has 9 charges (DC 17). Legendary 
It regains 1d6+2 expended 
charges daily at dawn 


TRIGGERING EVENT EXAMPLE 


A 3rd level character is rewarded with Aeris, a longsword 
used by his family for generations to defend the city against 
evil 


e Since he is a 3rd level character, the weapon is at tier 1, so 
it's just a basic longsword with a nice name and a 
background history (for now). 


The character continues its adventures using the 
longsword, and after some adventures he reaches level 5. In 
this moment, his father tells him that the longsword has 
special abilities, and the character needs to prove himself 
worthy to unleash those abilities. For this, he must destroy an 
old air elemental that attacked the city years ago. 


e In this case, the character have the first requirement 
completed (reach level 5 to evolve the weapon to tier 2), 
but the weapon will not evolve until the character kills the 
air elemental mentioned by his father. 


After reaching 6th level, the character decides to enter the 
elemental lair and fight with the creature, and at the moment 
he destroys the elemental, the essence of the creature is 
drained by the longsword, and with that the weapon evolves 
to tier 2, giving the weapon a +1 to attack and damage and an 
extra +1d4 lightning damage on a hit. 
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EVOLVING WEAPON EXAMPLE 
AERIS (TIER 1) 


Weapon (longsword), common 


Same stats as the longsword found in the Player's Handbook 


AERIS (TIER 2) 


Weapon (longsword), uncommon (requires attunement) 


When a character evolves Aeris to this tier, apply the 
following changes to the item's traits: 


e You gain a+1 on attack and damage rolls made with this 
weapon. Additionally, when you hit with an attack using 
this weapon, the target takes an additional 1d4 lightning 
damage. 


AERIS (TIER 3) 


Weapon (longsword) rare (requires attunement) 


When a character evolves Aeris to this tier, apply the 
following changes to the item's traits: 


e Increase the bonus to attack and damage rolls to a +2 
e The lightning damage dealt by attacks with this weapon 
increases to 1d6. 


AERIS (TIER 4) 


Weapon (longsword) very rare (requires attunement) 


When a character evolves Aeris to this tier, apply the 
following changes to the item's traits: 


e The lightning damage dealt by attacks with this weapon 
increases to 1d8. 

ი Asan action, you can cast the Call Lightning spell at 3rd 
level (DC 11). After using this ability, you need to finish a 
short or long rest. 


AERIS, SOUL OF THE WIND (TIER 5) 
Weapon (longsword), legendary (requires attunement) 


When a character evolves Aeris to this tier, apply the 
following changes to the item's traits: 


e Increase the bonus to attack and damage rolls to a +3 

e The lightning damage dealt by attacks with this weapon 
increases to 1d10. 

e Asan action, you can now cast the Chain Lightning spell 
at 6th level (DC 13). Alternatively, you can cast the Call 
Lightning spell at 6th level (DC 13). After using this ability, 
you need to finish a short or long rest. 
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